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With the start of the Age of Earth, the Kilan people adapted a more traditional way of recording 
events. Events before E:1-A-1 are added for the benefit of the reader, but correct dates should not 


be assumed 100% accurate. 
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2.1. Arrivial 


Terminology 


The Bichsen khugatsaa (lit: written time) works with simple dates based on the Age, the Year, the 
season (Autum is the first season, as the Knhagan was crowned in Autum) and the day. So E:1-A-1 
means Earth: First year, Autumn, the first day. To keep things easier for the reader, S means 


Summer, A means Autumn, P means Spring and W means Winter. 


Each season has 90 days, with time discrepencies being celebrated as the ancestor remembrance 
days, which technically exist outside of each year. These days are spent in reflection, prayer and 
honoring the dead, which is 2-4 days per year (the royal chronomancer calculates how long and 


when they are to be held). 


Age of Wood 


Due to the lack of written history, some events cannot be dated. 


Arrivial ¢ 


e W:1-S-1 (230s BR): The first of the Kilan arrive in the steps due 
to the Conjunction of the Spheres. In spite of what the Kilan 
will tell later, they did not appear together, but rather certain 
Ulus appeared in locations resembling their original home 
(example: the Jalayir appeared in Arian Xabhan). 
Attempts at permanent settlements are quickly abandoned as the land is vast and attempts 
at agriculture prove fruitless without proper tools (which they lack the materials to make at 
that time). The survivors drift apart, large family groups sticking together as they begin to 
wander. They soon encounter local horses, small but stout, and adapt them to their way of 
life. 
The concept of the Nerge is (re-)invented, highly structured hunts in which riders surround 
prey in a circle and slowly close that circle in over longer stretches of time, allowing animals 
caught within to be easily taken. Families that have psionically gifted members add them to 
their hunts, allowing for information exchange on a previously unimagined level. Their use 
also lowers fatalaties based on sudden monster emergence during Nerges. 
Adapting further to their nomandic lifestyle they (re-)invent special tents which can be 


constructed quickly but offer a higher level of comfort, the Yurt. 


e The Kilan that lived in what was later named Zhurkgan begin to expand, pushing the 


boundaries of their new homeland. 


Expansion 6 


e When entering what would later be known as Taluud, the Kilani met another group of humans 
- the Cuchags. They are not merely other humans however, they are of a different ethnicity - 
with red hair, paler complexions and different eyes. The Kilan see them as inferior, as they 
make "mistakes" and easily fall victim the the Nerge strategies the Gerts employ. 

The Ikt Gert under Haakan wander even further east, pushing the Cuchags further out of their 
own territory. 

The exiles under Haakan reach what would later be named Haakgan, making the land their 
own. Over time they label themselves the followers (sons) of Haakan, Haakanagin - which over 
time transforms into the modern label of Haakagin. 

During the spring the Kilan living in Haakgan meet even more humans that are ethnically 
different from themselves, living even further north, existing off fishing and hunting while 
also being nomadic. They would later be identified as part of the Migwesk people. They are 
unable to offer a true resistance to the Nerges tactics the Kilan use, some of the Migwesk 
taken as slaves while most withdraw even further north into what would later be known as 
Moctai. A small number wanders further north-west, past the mountains, to escape the Kilan 
riders. This leads to the discovery of the Howling Pass, a narrow mountain passage leading 
into what the Nordlings dubbed The North. 

Attempts to make peace between the Cuchags and the freshly coined Haakagin. Golnara, the 
daughter of warchief Daniyar of the Kuzebka, is married to one of Haakan's own sons, leading 
to a few years of shakey peace. 

Due to events not entirely understood, Haakan kills both his son and his Cuchag wife and 
declares a blood feud between his Ikht Gert and the KUzebka. 

The Sartuuri continue to build towns and other habitats further and further away from 
Zhurkgan. Eventually, groups of them find passages in the Dragonback Mountains leading to 
another part of what they believe to be Kilan-Tal, but it is far less barren and the soil is much 
more accepting. Some Naimaun join them eventually, creating fishing villages on the coast of 


what would later become Ilan Qurun. 


Age of Fire 6 


e F:1-P-1: The Khans of the great Ulus come together for the first 
time in the steps of Taluud. Outraged by the enslavement of 
their Sartuuri brothers by a new enemy, the Bia Thin, they 
decide that the Kilan must stand united against a common 
enemy. All Khans spill blood together into a pot, mixing it with 
Yak milk, and drink from it - the blood pact, the promise that 
no Kilan will fight another while foreign dogs hold their cousins 
as slaves. This marked the beginning of the Age of Fire. 
F:1-P-2: The Khans return to their respective Ulus and begin to 
gather men and horses, creating hordes of sizes never seen before. 
F:1-P-32: After 30 days of stengthening their armies, as was agreed, the Khans individually 
begin to ride to Elsec Banshin, the agreed upon meeting place for the Horde. 


e F:1-P-58: The horde amasses at the edge of the Dragonback Mountains. Overwhelmed with 


the need for supply for such an army, the troops begin to rob local communities of their own 
kin - some of them even riding ahead of the horde into Ilan Qurun. This marks the first time 
the Bia Thin armies meet the Kilan, seeing the unorganized and hungry raiders as marauding 
barbarians. The lack of discipline sparks outrage among the Khans, who tighten their grip on 
their men. 

F:1-P-61: Instead of waiting for their supplies to inevitably run out the Horde rides into (what 
will later be known as) Ilan Qurun with very little thought given to what might await them. The 
horde splits into two massive armies, taking both canyons leading through the mountains 
into the main land. Having been deceived by the marauding Kilan a few days before, the Bia 
Thin troops greatly underestimate the approaching riders, assuming it to be another fruitless 
raid. By the time the true dimensions of the horde become apparent any chance of warning 
the troops further inland become an impossibility, the border fortress Hwando is taken and 
the border fortress Namhan is burned to the ground with the Bia Thin defenders trapped 
inside. 

F:1-P-62: With a bridgehead into the occupied lands of their captive brothers established, the 
Khans barely step to have food and drink before riding on. Still split into two, the northern 
horde rides directly through the main land towards the trade center Sanghuang while the 
southern horde proceeds on a U turn, aiming to find the coast and ride into the Capitol 
Qurunseon. Reports of scouts reach the occupational army within the day, yet it takes days 
before a proper response occurs. 

F:1-P-67: The occupational army of the Bia Thin, under the command of Duwei Shasa Hue the 


Bold, take formation in the fields of Sanghuang to meet the barbarian riders in the open. 


Trusting in their metal armor, weapons and shields (knowing the barbarians wear mostly 


leather), Hue the Bold plans to make an example of the invaders and break the will of the 
enslaved populace. A Senzo blacksmith, born in Ilan Qurun, abandons his workplace and rides 
towards the horde and warns them of the Duwei's plan. The Khans present reward the man, 
allowing him to ride with him, as they prepare to make an example of the Bia Thin and their 
pride instead. 

F:1-P-70: The armies of the Bia Thin and the northern Horde finally clash. The Khans use 
tactics their enemies would perceive as cowardly to lure them further from their foritied 
positions, firing arrows and riding away again and again. With the occupational army giving 
chase, spreading themselves thin, the riders of the Horde surround them from two sides. 
Duwei Hue manages to escape, but his entire army is massacred and their heads gathered in 
a giant pile which can be seen from the walls of Sanghuang. Duwei Hue, believing himself 
safe behind the walls, sends messenger falcons south to Bia Thin to call for reinforcements as 
well as to Qurunseon to warn of the invaders. 

F:1-P-71: After giving the troops barely a day to rest the armies march onto Sanghuang. The 
Kilan, however, are unaccustomed to assaulting a walled city, only a few of their Ulus 
bothered with permanent residences and even fewer with walls. The Bia Thin manage to kill a 
quarter of the northern horde before the Khans retreat into safe distance, building their main 
camp within viewing distance of the city. The southern horde has, in the meantime, liberated 
many villages, though acts of violence against their own Sartuuri kin occur regardless - with 
any Senzo found in their midst taking the brunt of punishment. Duwei Wuzan Tien the Fair, 
commanding the defenses of Qurunseon, receives the message from Duwei Hue, preparing 
his troops. 

F:1-P-72: Licking their wounds, the Khans of the northern horde confer in their war tent. Plans 


for crude battering rams are made to break open the gates, yet the Senzo blacksmith that has 


warned them of the enemy once more proves his ingenuity - he offers to sneak back into the 
city along with some of the best Kilan men, opening the gate from the inside for the horde. In 
spite of the Kilani's aversion for foreigners, they deem him a worthy ally and accept his plan. 
F:1-P-73: Two thirds of the soldiers stationed in Qurunseon march north to relieve the 
besieged troops, Duwei Tien leading them personally. Unbeknownst to him, this act would go 
down in Bia Thin history as the greatest mistake of the conflict, earning him the title of Tien 
the Foolish post mortem. 

F:1-P-77: The southern horde reach the gates Qurunseon, the capitol city situated on the 
coast. To their surprise, they find the gates open, as a local resistance used the opportunity to 
strike the few remaining defenders down. With the capitol taken, the southern horde avoids 
further incidents of assaults and acts born from starvation, leaving a more positive 
impression on the people of Qurunseon. Informed by the locals that Duwei Tien is marching 
am army north to eradicate the northern horde, the Khans of the southern one refresh their 
provisions quickly in order to strike at them from behind. Unbeknownst to them, the Bia Thin 
main armies have learned of the invading Kilan and begin preperations to march north. 
F:1-P-79: The Northern Army (Beijun), which originally conquered Ilan Qurun, marches north 
to support the occupational army and drive off the invading hordes. 150 000 men strong, 
infantry, bowsmen, riders and even siege weapons, move north to re-establish total control in 


the name of the Bia Thin empire. Leading the army is xiaowei Kai Yen, the blessed strategist. 


Age of Earth 6 


e E:1-A-1: Tabudai is named Tabudai Khagan, the Khan of Khans, 
the Great Khan. 
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